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我们开发的基于 Web3D 的工艺品在线 DIY平台就是一个将 WEB3D 技术和交互
式 3D 技术应用于传统工艺品行业的产品设计和产品消费者自定义的平台。它具
有多个优点： 
    1、它可以使企业技术人员或业务人员对产品的设计效果的快速 3D 呈现,节
省了样品制作环节即节省了成本和时间又环保。 


























                                            
 
Abstract 
    Now the Post-80s and Post-90s generations gradually become the main part of 
social consumption , the product market of whole society gradually subdivides and 
develops individually as well. From these two years, we find more and more products 
on internet are able to be customized. If searching the key word Customization on 
Taobao, there would display 2.08 million products.  
    As an enterprise, only to meet the consumers’ need that it could exist and 
develop better. However, personalized subdivision of a product is a great challenge for 
a company. Because it may change the virous products selling mode into sole product 
selling mode. Taking the small crafts for example, the sample making costs around 
￥5,000 per piece. And a small artwork requires many times of sampling before 
shaping, so the sample making is a great expanse. 
    Based on the WEB3D technology, we develop an online craftwork DIY platform, 
which applies the WEB3D technology and Interactive 3D technology to traditional 
crafts industry products design and consumers self-definition. There are many 
advantages as following. 
    First, it could quickly present the design effect of a product by 3D for the 
company technicians or salesmen. It saves the processes of making sample, that is 
saving the cost and time, also protecting environment. 
    Second, using the WEB3D technology and Interactive 3D technology helps the 
common consumers definite an individual product with a very friendly operation way 
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第一章  绪论 

















信息中心数据显示，截至 2010 年 12 月底，我国网购消费者规模达到 1.61 亿，
他们购买的商品包括服装、化妆品、食品、手机、机票等，几乎覆盖了日常生活
的绝大部分领域。2010 年，消费者在淘宝网上消费的商品达 92 亿件之多，如果
再算上京东商城、卓越网、当当网等网络平台上的消费，这个数据将有可能超过
100 亿件。  
在我国消费持续升级和互联网深刻改变消费的大趋势下，80 后、90 后群体
特别值得关注。80 后，尤其是 90 后，自幼在数字化环境中生活、学习和娱乐，
他们对互联网的熟悉程度和依赖程度都明显高于上一代人。他们追求个性和自
由，希望表达和参与，有着自己的价值取向和消费观念。从人口规模来看，我国
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1.2  国内外发展现状及存在的问题 
1.2.1  Web3D 的发展及应用现状 
 互联网的出现及飞速发展使 IT 业的各个领域发生了深刻的变化，它必然引
发一些新技术的出现。3D 图形技术并不是一个新话题，在图形工作站以至于 PC
机上早已日致成熟，并已应用到各个领域。然而互联网的出现，却使 3D 图形技
术发生了和正在发生着微妙而深刻的变化。WEB3D 协会（前身是 VRML 协会）
先使用 WEB3D 术语，这一术语的出现反映了这种企业化的全貌，没有人能严格定
































1.2.2  个性化产品电子商务的发展现状 
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    面对扑面而来的个性化消费浪潮，企业该如何把握网络定制的商机？先行者
们已经进行了丰富多彩的探索，并积累了可借鉴的宝贵经验。  







同时，消费者自助服务也让 iBook 在设计环节节省了大量的人工成本。 
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